Giant Robot Insult Battle
Description: 

Two robots are having a battle of insults. While they have a large databank of insults to use, they’re not too good at deciding which ones they should use, so it’s up to human helpers to give them suggestions.
Thought Process: 

This round we decided to try to be more “out there” with our ideas. I’m not quite sure where the insult battle idea came from, but I stuck with it since I thought it was funny. The problem of course was how to make a battle of insults. I spent a little time researching it and found that it had been done before, but only a couple of times and in ways I wasn’t satisfied with. One way it had been done before was in the Monkey Island series of pirate-themed adventure games. In those games, choosing words to best your opponents was a pre-set puzzle. There was another flash-based insult game on Cartoon Network. In that game you chose from a bag of words. While that game did better at expressing creativity, you could come up with insults that didn’t make any sense and scoring was unclear. 

My goal in creating the keywords choosing from a database system was to foster creativity between players. Despite the possibilities of being hurtful, having an insult battle can be very fun when both people know that it’s all in jest. The problem in real life with having a good insult battle is that unless you have a true gift of gab, it can be hard to come up with coherent insults to fling back at the other player. So the idea in my system was to be able to type in some things that you’d like to say to your opponent, and the system would do its best to match it to a good known insult. Once the opponent saw the insult, he’d hopefully think of some more things to say back.
The robot theme came from me thinking about how ridiculous the whole concept of an insult battle was in the first place, and taking it even farther. I thought of the title, liked the way it sounded, and went from there.
What went wrong:

· The whole concept of my keywords matching to insults in a database system hinged on having a good database of insults to choose from. I became convinced that it would work when I found a website called Insult-o-Matic, which was able to generate large lists of these things. While it turned out that the system had a decent selection of “Your momma” insults, it wasn’t so broad outside of that. As a result, a lot of essential words to an insult contest, like “jerk” were missing. This destroyed the illusion of the system for the players when they try using words that should have been easily matched and nothing was found. I see this as a surmountable problem if a large and broad enough database can be created.
· The other main problem was figuring out a way to judge how good each insult was. I settled on the lengths of matched keywords. This may be an okay way to judge things, but I failed at finding a good way to convey to the player that that was the criteria they were being judged on. Because of this, scores seemed very random, and it made it a lot more fun to play the game by looking at the list of insults and choosing one by typing a portion of the text. If this game was to be developed further, better metrics and feedback would need to be found.
What went right:
· The greatest victory in this project was getting a robot-sounding voice to read the insults. It was a happy accident that the only text-to-speech voice installed with windows was a Steven Hawking style monotone robotic voice. It really helped sell the game when players could choose an insult and then hear it read by their avatar on screen.
· A while ago I spent some time creating some infrastructure to make it easier to script motion in my games. This was the first project I really got to use it on, and the little touches the scripting system allowed really helped. Some of these touches include the robots and interface flying in instead of appearing, and the game over screen falling with a tilt instead of again just appearing. I’ve found that these touches, even if statically scripted, can add a lot to the game feeling alive, and plan to try to add more similar touches in future game.

· Based on player feedback, this was my first game that could be restarted without having to reload the game. It’s not particularly important, but it’s nice when you want to play more than once.
Conclusion:

The idea was certainly experimental, and not all experiments are glowing successes. However, the flaws of the game can be overcome, and the potential exists to develop what was done here into in insult game that gives players more agency than anything previously created.
